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“​Videnda” as an English word means things that should be observed and visited 
because they are representative of a person or a place. ​Videnda ​as a project is a virtual 
reality piece centered on the idea of of environmental storytelling using 3D environments. 
The HTC Vive Headset, Unity game engine, Autodesk Maya and other programs are used to 
give a user an immersive experience in three different scenes that represent the starting 
environments for three characters in a fantastical world. This collaborative effort is 
designed to let users construct personal narratives about the people in a fictional world, 
while also connecting a new digital medium back to traditional forms of narrative using 
themes found in traditional print media.  
 
HISTORY 
 This project began as a joint extra credit assignment in 8​th​ grade. We were asked to 
come up with a story as a tool to learn prepositions. This project came at a time when our 
creative minds were still developing and only just beginning to step into more abstract and 
mature themes. Little did we know that this story and the characters involved would play a 
large role in maintaining our friendship in the coming years. 
 Originally, the story was loosely based off of Snow White. The protagonist was a 
princess named Vanessa who was banished from her kingdom by her evil stepmother, the 
Queen. In her banishment, she encounters a secluded, half-rundown mansion in the woods, 
in which lived seven outcasts of varying origins and species. With these new friends, 
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Princess Vanessa fights the Queen to reclaim her place on the throne in a world of 
“magyck​.​” 
 The story took inspiration from a variety of places, but as the years progressed, we 
refined our literary repertoire and the story took on more complex themes. Of the seven 
outcasts, two of them eventually joined Vanessa as main characters. They were Xavier, an 
ornery young intellectual, and Rael, a nobleman’s son who was framed for treason and 
exiled. 
 These characters came to mean more to us than just fictional pawns. They were, in a 
sense, projections of us, exploring their environment as we explored ours. We grew as they 
grew, cried when they cried. They helped us address difficulties we experienced in our own 
lives. After being separated for the four years of high school, we both decided to go to 
Wellesley. Then we ended up in the same major. We knew at that point that we wanted to 
work together on this project. 
 While we agreed on the general direction of the thesis, the specifics have changed 
over the course of two semesters. The original plan was to make a webcomic but that 
quickly changed to an installation displaying the “production” of our story, reminiscent of 
Pixar’s exhibit “The Science of Pixar”. We wanted to combine our skills in technology and 
programming with our love of graphic narrative to build a platform to share our story with 
the world. We had the character designs and the details of worldbuilding already hashed 
out. We both felt we finally had the skills to make this dream that had been in the works for 
many years come true.  
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   Fig 1. Old Character Design Sheet for Rael        Fig 2. Old Character Design Sheet for Xavier  
 
In our explorations of our fantasy world and its inhabitants, we employed a variety 
of different forms of storytelling. The two main ones used were mini graphic comics and 
roleplaying. Because of Ruby’s love for drawing, the graphic narrative had always been her 
preferred form. Roleplaying, however, gave us a unique experience of becoming the 
characters themselves, while also giving Michelle a way to write creatively. An interesting 
aspect of roleplaying, and the part that makes it the most exciting, was the fact that, aside 
from the overall scenario presented at the very beginning of a session, there was no 
absolute structure to the ensuing story. By becoming the characters, we let them make 
their decisions and drive the story forward, therefore making each story unique and 
impossible to predict. The platform that we used for text-based roleplaying, however, was a 
messaging platform. Because of how personal and intimate roleplaying is, it is difficult to 
share with a wide audience. However, the concept of roleplaying was what pushed us to 
5 
consider other mediums because we wanted other people to have the same immersive 
experience without having to directly interact with us.  
 As Media Arts and Sciences majors, we have been introduced to a whole host of 
technologies, both old and new. We took the course CS320: Tangible User Interfaces with 
Orit Shaer in the Computer Science department Fall 2016. It was fascinating to see how the 
rapid advancement of technology blurred the line between the physical and the digital 
experience. However, it was the technology related to Virtual Reality that intrigued us, and 
made us decide to use this as our primary form of storytelling.  
 
HISTORY OF ENVIRONMENTAL STORYTELLING IN VIRTUAL 
REALITY  
The concept behind virtual reality, or VR, has been entertained for decades, though 
until recently, it had been limited to science fiction and experimental prototypes. This 
decade’s growth of commercial offerings of VR headsets coupled with the average system’s 
falling price has opened the doors for creative exploration from the general public. The 
term “virtual reality” was first coined in the 1980s as a way to look at the “virtual” and the 
“real” as two sides of the same coin.  Frederick Brooks defined VR as having three ​real 
features: 
1. Real-​time rendering with viewpoint changes with head movement 
2. Real​ space in the form of a 3D environment 
3. Real ​interaction, as in direct manipulation of objects within the environment  
The ultimate goal was to make the “virtual” as “real” as “reality”. [Steinicke, 2016]  
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At its core, virtual reality is based around our perception of reality. The way we take 
in the world, the way our brains process the situation around us, the objects and sensations 
around us, tell the “story” of our existence. What makes virtual reality so fascinating is that 
it takes that understanding of the world and places it in an environment that can be 
artificially manipulated. Not only is VR visually realistic, but its ability to invoke “place 
illusion​,​”​ ​the concept of producing a realistic place,​ ​and “plausible illusion,”​ ​the sensation 
that the scenario being shown is plausibly occurring,​ ​can induce physiological reactions as 
if the environment were real. [Steinicke, 2016] 
However, as stated before, VR has been largely used for imitating reality and, most 
often, for education. For example, museums, especially those specific to ancient 
civilizations, have come to incorporate virtual reality as a way to provide a far more 
immersive experience of the past. Instead of just displaying excavated artifacts with simple 
descriptions, visitors can “walk” through re-created ruins with overlayed narration. The 
“Mayan Civilization” exhibit displayed at the Science Museum in Ueno in 2003 incorporated 
these ideas, as well as a unique interactive element where actors worked alongside the 
audience to engage and guide the experience. [Hirose, 2005] 
Another example includes the foray into a new form of journalism that rose with 
VR’s increasing accessibility. Koski described the world of Dan Archer, who developed a 3D 
rendering of the Michael Brown shooting. Despite the low graphical resolution, Archer’s 
piece captured its audience’s attention for far longer than expected. [Koski, 2015] Yet, 
despite the dedication to an adherence to the truth, many ethical questions arise regarding 
7 
the weight of truth when the environment has been created by a person, and thus can 
reflect any influence or bias he or she might have.  
Rather than imitate reality, as much of the research into virtual reality has been 
about, our goal of this project was to bend reality into fantasy to enhance the already 
“virtual” experience we have in our minds upon reading engaging stories. Just as a book 
does not describe every detail, our piece aims to guide the user, while giving room for the 
user’s own imagination to fill in why objects were placed the way they are. In this way, our 
piece is closer to the “Mayan Civilization” in that it  provides a setting to project the user’s 
mental environment onto.  
 
INSPIRATION 
We drew inspiration from a variety of sources and media, as well as from our 
personal experiences. At its core, the story we based the environments off of is a 
“bildungsroman”, or coming of age story, about three young people caught in a time of 
change in their country’s history. During high school and college, we each read many 
bildungsroman ranging from ​To Kill a Mockingbird​ by Harper Lee to ​A Portrait of an Artist 
as a Young Man​ by James Joyce. ​To Kill a Mockingbird​ is related to our story in that issues of 
race, class, and justice are explored in the later parts of the story, but through a fantastical 
lens instead of a historical one of America. Like ​A Portrait of an Artist as a Young Man​, the 
narrative is told in each character’s voice, which changes as he or she grows up.  
We were also inspired by fantasy and high fantasy novels. Tamora Pierce’s ​Protector 
of the Small ​series, Terry Pratchett’s ​Monstrous Regiment​, and J.K. Rowling’s ​Harry Potter 
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series each involve a coming of age story in a magical world. Pratchett and Pierce’s 
heroines are echoed in our characters’ curiosity and dissatisfaction with cultural norms. 
Much like Harry, our protagonist, Vanessa, faces the world with two other characters, but 
equal weight is given to each of the main trio.  
Videnda​’s structure makes connections to ​Pan’s Labyrinth​, a film directed by 
Guillermo del Toro, in which a girl tries to escape the aftermath of the Spanish Civil War by 
creating a dark fantasy world that gradually encroaches into her reality. The characters in 
Videnda​ are trying to understand their world after a similarly disruptive point in history, 
but instead of blurring the line between the character’s perceptions of reality and their 
imagination, ​Videnda​ blurs the user’s perception of reality and a constructed narrative.  
A final point of inspiration comes from ​The NeverEnding Story,​ directed by Wolfgang 
Petersen. In ​Videnda​, a user can encounter a book that contains the written form of the 
character’s story to help him or her piece together the history of the environment. The 
book is capable of transporting the user to different environments, but users never interact 




Vanessa is the ambitious young exiled princess, who, despite her short stature, 
packs a punch with her aggression and brilliance. Her ultimate goal is to gain back her 
throne and to restore order to her country and enlists the best (and only) people she can 
find to help her whether they want to or not. She is the youngest of the protagonist trio. 
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 XAVIER (“zay-vee-er”) 
Cynical, ornery, and anti-social, Xavier is the gangly, plant-loving scholar reluctantly 
dragged by Vanessa into her life mission. Having experienced heavy discrimination as an 
ethnic minority, his involvement in the foray for political change is significant. As the 
eldest, he therefore acts the most childish.  
 
RAEL (“rail”) 
The most level-headed of the three, Rael is often the mediator when difficulties 
arise. He went into hiding acting as a scribe in a rural temple when his family, who were 
prominent in the military, were imprisoned in the capital city. Genuinely nice and honest, 
he also displays an unexpectedly dry sense of humor. His goal is to reunite with and help 
his family.  
 
EQUIPMENT AND PROGRAMS 
Unity 
Unity is a cross-platform game engine that has been under development by Unity 
Technologies since 2005. Unity's emphasis on portability and multi-platform build features 
made it an ideal choice for our virtual reality experience. These features allowed us to build 
versions for web, macOS, and Windows that supported first person game controllers and 
virtual reality headsets. This flexibility allowed us to test different user interactions 
throughout the fall semester until we decided to focus on virtual reality. Unity also 
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supports Autodesk Maya model imports. This allowed us to test different models in real 
time in both semesters with the HTC Vive Headset. We used Unity versions 5.2 to 5.4 under 
the educational license to create the scenes in both the fall and spring semesters.  
Unity supports scripting with JavaScript and C#. We focused primarily on JavaScript 
due to our prior familiarity with the language. Scripts can be edited in MonoDevelop, an 
open source integrated development environment. Most of the scripts used in the final 
version of the process were originally part of tutorials by members of the Unity 
development community, but modifications have been made to adapt the code to our 
specific project. All code is credited in the bibliography.  
 
Fig 3. Diagram used in fall exhibition to explain Unity 
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HTC Vive Headset 
The HTC Vive is a virtual reality (VR) headset developed by HTC and the Valve 
Corporation and was first released in 2016. While there were other headsets available 
during our development time with this project, the Vive was one of the only headsets that 
supported controllers that allowed a player to move instead of remaining stationary in 
both real space and VR space. We prioritized this feature because we believed this would 
allow users to immerse themselves further in our scenes. The Vive runs Unity builds using 
the Steam VR package with modified character controllers and separate game objects for 
each handheld controller. 
Vive controllers can be used to pick up objects in scenes, which is another aspect that set 
this system apart from comparable VR headsets. We utilize this ability to allow users to 
interact with thematically important objects in some of the scenes. 
 
Fig 4. HTC Vive Headset  
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Autodesk Maya 
Autodesk Maya is a 3D computer graphics software that can be run on Windows, 
macOS and Linux. It was first developed by Alias Systems Corporation, but is currently 
under development by Autodesk Inc. It was released in 1998 and is currently still in active 
development. We used the 2015 version of the software to create our custom 3D models 
with polygons and UV texturing. While Maya is more commonly used for animation and 
rendering, its modeling capabilities are still robust enough for this project, and its 
multi-system support made it a better choice compared to other software like 3ds Max. 
Developers can import Maya binary files directly into the Unity game engine, or they can 
export .FBX files. We have done both during the course of this project. 
During the fall semester, we experimented with using Mudbox, another program by 
Autodesk that can be used in conjunction with Maya to generate more detailed models. 
However, we discovered during optimization testing that high polygon models would affect 
frame rate to the point where users sometimes experienced nausea. The ideal frame rate 
for a VR headset should be 90 frames per second or higher, but high-poly models routinely 
caused testing frame rate to drop to 15 frames per second. Following more testing, we 
decided to use low-poly Maya models to avoid performance issues during runtime. 
 
Adobe Photoshop 
Adobe Photoshop has been in active development since 1988 by Adobe Systems. 
This raster graphics editor is supported by both macOS and Windows, which allowed us to 
work both on personal Windows machines and the Macs in the media lab. The wide variety 
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of supported file formats made this program versatile enough to export .PSDs, .jpegs, and 
.pngs. We primarily used Photoshop to edit textures used on the 3D models. The 
customized skybox for the final scenes was created by editing a pre-existing skybox in 
Photoshop. Other uses of this software are detailed in the more granular versions of the fall 
and spring project versions.  
 
Clip Studio Paint 
 Clip Studio Paint is a graphic editing program in development since 2001 by the 
Japanese graphics software company Celsys. It contains many of the basic graphic editing 
functionality as Photoshop but with added support for illustration and comic making. Also 
supported by both macOS and Windows, Clip Studio Paint offers high quality brush effects 
and increased pen tablet control and can export in a variety of file formats. We largely used 






Game Design Basics 
The following section is an overview of the steps to take when first trying to make a game 
with the tools and programs we used.  
Step 1: Conceptual Design 
Determine the artistic style and character designs for the game. This can be done with any 
digital (or traditional) art tools. Examples can be found in the Character Description section 
of this paper. Concept art can be made for characters, environments, any UI, and lighting.  
Step 2: Learn How to Use 3D Software and Unity 
While we used Autodesk Maya, other software can handle 3D polygonal modeling equally 
well. The important part is to learn the basics of 3D modeling. Once these skills have been 
mastered, they should be transferrable to any modeling program. There are many 
resources like lynda.com and pluralsight.com available online for beginners. Focus on 
tutorials aimed for game design and not movie production.  
Unity also has a series of tutorials to help first time users familiarize themselves with the 
interface. Here is a link: ​https://unity3d.com/learn/tutorials 
Step 3: Understand How to Use Scripts in Unity  
Scripts are responsible for all the interactivity and behavior of a game. In Unity, these can 
be written in either C# or JavaScript. Choose the language you are most comfortable with 
and stick with it. There are many ready-made scripts at the Unity Asset Store and also on 
online forums that can be downloaded and attached to characters and objects in your 
game. These scripts can also be customized to make behaviors unique to your game.  
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Step 4: Build Your Terrain 
There are many online tutorials that will explain how to do this step-by-step. One tutorial 
we used is here: ​https://www.youtube.com/watch?v=OD88_KGYXbg 
Step 5: Import Assets  
The Unity Asset Store allows game developers to buy assets and import them directly into 
their Unity projects. Objects that will serve as the background or unimportant elements like 
grass or a chair can be bought in the store. Objects and character models that are unique to 
your game should be made in a modeling software and imported from there.  
Step 6: Set up Character Controllers and Cameras 
This tutorial explains the relationship between a player controller and a camera in a Unity 
scene: ​https://www.youtube.com/watch?v=U-8qkbhhSvk 
Step 7: Set up Particle Systems and Weather  
Wind, light, and particle effects (rain/snow) have to be set up in the scene like game 
objects. Sample systems can be found at the Asset Store. Game developers should be careful 
about how these systems may potentially affect frame rate during optimization testing.  
Step 8: Optimization and Testing 
Developers should test their game while working on it. Unity allows users to play a real 
time version of the current scene. This tutorial goes over the basics of optimization and 
how to improve framerate: ​https://www.youtube.com/watch?v=3x2DzXlBCkc 
This is especially important in VR because dropping below 90 frames per second may cause 
nausea.  
Step 9: Export  
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Build out the game to any target platforms. To run the game, double click on the executable 
file.  
FALL SEMESTER 
 Our work in the fall semester was largely dedicated to introducing ourselves to the 
technology. The goal was to develop a world to represent each character: Vanessa, Xavier, 
and Rael and to allow the user to interpret the mental states of each. In this project, the 
user does not “become” the character, but rather is instead an outsider literally “dropped” 
into the character’s mindscape. The other goal was to tell the story that happened in the 
fantastical world through environmental cues. 
 We already had a sense for the aesthetic we wanted the environments to take based 
on years of writing and drawing. We began with concept art to plot out the mood we 
wanted for each character’s environment. 
 
Fig 5. Concept Art for Vanessa 
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 Fig 6. Concept Art for Xavier 
 
Fig 7. Concept Art for Rael 
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Vanessa’s world is the first world the user is dropped into. Its main purpose is to 
establish the overall laws of the world. The first things most users notice are the three 
columns of light shooting into the sky. These lights are three different colors that imply that 
they refer to different things. 
 
 
Fig 8. Vanessa’s Terrain 
 
As the user traverses the world towards these beacons, more is revealed about the 
world. In the middle of the terrain is a village of floating houses. The purpose of this is to 
firmly established that this environment is different from the reality we know. This detail 
introduces something fantastical. As the user moves closer toward the columns of light, the 
upbeat music paired with the midday sun gives the world a whimsical atmosphere. Upon 
reaching the column, the user is met with a mysterious magic circle. The animated spinning 
and bright color are designed to draw a user closer . Once a user enters the column of light, 
he or she is transported into the next world. 
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If the magic circle was green, then the user is dropped in Rael’s world. Immediately, 
the environment becomes different. The time of day changes to dusk and the season 
changes to fall. This change indicates a time jump, though the amount of time is unclear. 
The same beacons of light from the previous world are still present and still invite the user 
to come closer. Traversing this world shows more about the state of mind of the character. 
The background music changes to a melancholy tune and rain falls across the terrain. 
However, this world also contains some hidden dangers; there are precarious drops in the 
terrain, which are representative of the life Rael fled. 
 
 
Fig 9. Rael’s Terrain 
 
Activating the red column takes the user to the third and last world. The blue 
column would take the user back to Vanessa’s world. The final world beyond the red 
column represents Xavier. Once again, the terrain changes in season and mood, suggesting 
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a time jump. This world is set in a quiet winter environment that appears benign at first 
sight, until the user reaches the middle of the terrain. The colored columns are still visible, 
but now there is a massive chasm that separates the user from them. Some of the 
previously shown houses in the village can be seen at the edge of the chasm, while others 
are buried in snow. Something disastrous has happened here. Travelling through this 
world to the safety of the columns of light requires more effort and confusion because the 
user must cross the chasm. The world is lonely and desolate, which provides insight to 
Xavier’s character. 
 





 ART SHOW 
We were able to present these environments in an art show and made observations 
while watching people interact with our exhibit. Our exhibit had the HTC Vive headset as 
well as a screen that displaying exactly what the user was seeing to those observing. 
Alongside it was an ipad showing concept art and production diagrams. The guests were 
allowed to don the headset and explore the terrains we had created. Many people were 
afraid to try the HTC Vive headset, which gave interesting insight to how people viscerally 
react to the concept of the line between the digital and the physical world blurring away.  
While we were familiar with the story and headset, watching others use it without 
the background experience revealed a number of flaws in our level design and 
expectations. For example, those who were willing to try were often more fascinated by the 
novelty of the experience rather than the storytelling. Many people also did not want to use 
the headset beyond 30 seconds to 1 minute and since it it took 2 to 3 minutes to navigate to 
the transportation circles, most never reach the other terrains. Even people who were 
eager to try the headset could only navigate with the help of verbal instructions. Because of 
this, they were often only wandering aimlessly during that short period of time and were 
unable to grasp the storytelling aspect of our exhibit. 
There were also a number of technical bugs, though the major one was a glitch that 
resulted in the user being flung high up in the air, before he or she fell back to earth. Then, 
depending how the user landed, he or she could be flung back up multiple times as the 
physics programming repeatedly failed.  
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Fig 11. A Guest using the HTC Vive with our world in the exhibit space. This is this particular 




We used Wix.com to create a website that contains a demonstration of the Fall 
version of our project as well as all the concept art and diagrams we generated. The artist 
statements in the About page are a reflection of what we thought at the time, but the 
overall look and focus of our piece has changed since then.  
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Link to site: ​http://wellesleymas2017.wixsite.com/videnda 
SPRING SEMESTER 
Overall Changes 
The first thing we decided to do was to scale down our virtual environments. As we 
observed from our fall semester exhibit, users tended to wander aimlessly in the larger 
environments and because they did not know where the story became relevant or even 
what to look for. By decreasing the terrain size, we could cut down on average use time and 
also refine exactly what we wanted to show in our updated virtual experience. This part of 
the thesis focused more on the concept of storytelling, which was our end goal. We also 
decided to keep the ‘user’ character as a separate entity from the story characters. Users 
can interact with the environment, but do  not embody the characters. In summary, we 
made the terrain smaller, but included more details to reveal more about the characters 
and the setting. Another thing we changed was including an actual narrative, which is 
discussed below.  
 
Story 
The story, as explained in the history section, has morphed since its origins. When we 
decided to shrink the scale of the project, we also decided to focus on just the beginning of the story, 
instead of trying to make each terrain entirely representative of a character. In the spring semester 
scenes, the active areas represent the character's environment at the beginning of their story. This 
beginning is written out as a traditional narrative in a book hidden in each scene. Players are 
capable of interacting with the book and reading the story by flipping through the pages using their 
controllers. The following section is a direct transcript of what is shown in each book: 
24 
 
Van wakes up on the roof, just as the stars are fading. The constellations 
trace fine filigreed edges to the horizon, warping only slightly at the edges. 
It’s cold. 
  
“Are you going to finally try the spell?” 
  
She rolls over onto her feet, careful not to catch her toes on the edges of the 
terra cotta tiles. She takes one step, two, to the edge. 
  
“Yes, at three,” she replies. 
  
“Why three? Why not sooner?” 
  
Van smiles, thin and cold into the dark blue of early morning. She knew he’d 
ask. 
  
“Because, dear uncle of mine, the guard will check for me at 7, breakfast is at 
8, and I have drawing lessons until noon. Once all the tutors and guards take 
their noon meal, they will expect me to practice poetry until 4. Three is 
when the guard changes, and the one for evening shift is new. He will be five 
minutes late.” 
  
All new guards were late, it was to be expected, given the nature of the 
compound. 
  
“You should have memorized the escape plans by-” 
  
“I have,” she says curtly. 
  
There is a pause, filled with early morning birdsong. Van counts the beats in 
her head. One, two, three, ​now​. 
  
“I will give you the next list of instructions once you’ve completed the first 
step. Don’t expect any help until then, Vanessa.” 
  
Always on time, like everything else here. Van lifts the locket and presses 
the hidden button, watching it spring open on well oiled hinges. 
  
“Of course. There isn’t much you can do, even if you did want to help,” she 
says. 
  
The portrait inside stiffens for a moment, before sighing and placing his 
arms against the frame. The boy smiles crookedly back at her. 
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“You’re right on that account,” he says, before fading back to little more than 
oil paint on canvas. 
  




“And this is the third time your application has been reviewed, sir?” 
  
Xavier tries not to grimace. It should be easy, so very easy after four years of 
this kind of antagonism, but it isn’t. It’s never easy, really, when he’s seen 
the same admissions officer twice now, and for a school boasting over three 
hundred admissions staff, that is statistically improbable at best. 
  
“Yes,” he says. 
  
The officer looks his age or younger, a Vik’ruh girl with a Corithene accent 
and bright blue eyes from a ready-made hue spell. The kind certified mages 
sold in the capital’s upper class shops in frosted glass bottles. The kind 
Xavier could write in his sleep. ​If you were certified​. The ugly little voice in 
his head adds. 
  
The officer blinks her artificial-blue eyes and tries on a smile that she 
probably hopes doesn’t look forced. 
  
“Can you elaborate why you’ve applied three times?” 
  
Xavier drags up the last of his patience and breathes out through his mouth. 
  
“The first time, the university implemented a rule limiting applications from 
certain sectors and I was the one hundred-fiftieth applicant.” The cap was 
on one hundred. 
  
The officer makes a polite noise in the back of her throat, breaking eye 
contact as if to say, what a shame. 
  
“The second time, the head of applied horticulture wrote me back, stating 
that the department’s quota for ‘minorities’ had already been filled for that 
year and that I should try again next year.” 
  
Xavier is aware that the girl looks more than uncomfortable now as she taps 
the pen against his application, giving a little, jerky nod. 
  
“Well that’s most unfortunate, sir. I know what a trial it can be to apply these 
days. I’ve had friends who had to apply multiple times as well, but you see, 
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there’s very little that can be done about these things. You do have some 
experience with applied theory, but so do most other applicants. What can 
you bring that someone else from, ah, your circumstances could not?” 
  
Xavier wants to raise a brow, but he doesn’t. Instead he pins both ends of his 
mouth upwards in something approximating a smile. 
  
“My dissertation was focused on new spell making procedures for the UV 
light arrays usually used in tropical or subtropical vegetation arrangements 
of class 2 category A subspecies ​Artificia ​that would have improved 
efficiency by a factor of four from current methods.” 
 
The girl gives him a blank stare. Xavier sighs. 
  
“I was working on a way to grow expensive tea faster.” 
  
The girl clears her throat and taps once more against the application. 
  
“Well, that’s certainly interesting. I haven’t heard anyone doing that, but is 
that really widely applicable enough to be practical?” 
  
Can the army use it​. Xavier tries not to roll his eyes. 
  
“I would have to complete the research first to prove anything,” he points 
out. 
  
The girl bobs her head once again. Xavier can’t help but imagine that there’s 
a pulley system just out of sight attached to her skull with string. Every time 
he says something, the system makes her nod. Throw in a sympathetic noise, 
insert a comment about their shared heritage, avoid the fact that there’s a 
90% chance she was adopted by rich Corithene parents who paid for her 
position here, play the nice little puppet until her shift’s done. 
  
“That is an unfortunate problem with your situation, sir. Theoretically, your 
ideas and your application are very good, but practically...well there needs 
to be some results first before the university is willing to invest.” 
  
Nevermind that results take money and that the whole point of this 
endeavor was to get the funding from the university to finish this 
experiment. 
  




The girl somehow takes that in stride, bobbing again and beaming with 
relief. 
  
“I’m so glad you understand the situation, sir. I know it sounds harsh, but if 
you think of it from the bigger perspective, it makes a great deal of sense. 
Now, I’m sure once you do more research, you’ll have better luck next year.” 
  




“Quiet are the birds of spring, as the last petal falls,” Van says, closing the 
book. 
  
She looks up. Guard number 5 has nearly dozed off leaning against the door, 
the green edging of his uniform almost grey in the dark of afternoon shadow 
cast by the archway. 
  
Van counts the seconds using the clock in the corner, watching as its gold 
pendulum swings back and forth. Five, four, three, two, one. 
  
The sound of chimes startles the guard badly enough that he nearly trips 
over his own feet. He makes an admirable recovery from almost falling onto 
his own spear, only stumbling three steps before righting himself. 
  
Van continues to smile, soft and sweet as the flowers around her, 
honeysuckle and wisteria twined in frothy falls of vine from the lattices 
above. The guard doesn’t look at her as he checks the clock, then rubs a hand 
across his eyes as he shuffles away. And why should he? For the past 345 
days, the former princess has been little more than a well-behaved girl, 
quietly reciting poetry and taking notes. There’s no reason for him to think 
today will be any different. 
  
Ten seconds after the guard leaves, Van lifts her skirts and slings her travel 
bag over her shoulder. Thirty seconds after the guard leaves, she slips from 
the room, scaling a wall and climbing onto the roof. 
  
There is a blind spot that threads its way across the roof. Van has spent 
years mapping it out one cautious step at a time, but today she runs. 
Left at the edge, fifteen steps forward, past the garden​. The instructions tick 
down, away from the theoretical and into action as Van comes closer to 
freedom. At the edge of the compound, the old iron fence separates the 
grounds of the compound and the field just before the drop. Van doesn’t 
hesitate as she leaps over it. 
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The birds are still singing as she runs. Van remembers how they used to 
quiet when people passed on the mainland. Animals were afraid of humans 
there. They weren’t tame and bred for generations of complacency in a 
gilded cage. The way they are here, the way the court probably thought she 
was. Sweet, naive princess, content on a floating prison as long as she had 
dessert every night and tutors who never raised their voices. 
  
Speaking of raised voices, someone may have finally realized she isn’t there. 
Van slows down as the sound of shouting draws closer. 
  
“Are you afraid?” 
  
Van flips the locket open and looks at the image of a smirking boy. His 
golden eyes are creased at the corners as he leans against the frame. 
  
“Oh please, the worst that could happen is I fall to my death,” she replies 
with a smile of her own. 
  
Father used to say she had her uncle’s smile. It wasn’t meant to be a 
compliment. 
  
“True,” the boy says. He inspects his nails with the careful nonchalance of a 
nobleman. 
  
“Go ahead and jump then.” 
  
Van snaps the locket shut and looks over the edge. The mainland stretches 
to the horizon, a patchwork quilt of farms and forest dotted with towns. In 
the distance, mountains loom as soft, brown shapes partially covered in 
cloud. From this height, even the clouds look like toys. 
  
The voices are getting louder, less than a hundred meters away, if she had to 
guess. She has five seconds, give or take a second, to make a decision. Van 




Xavier should go back to Lord Knottingham’s estate to trim the rose bushes. 
He should water the petunias, make sure his Lordship sees his best gardener 
hard at work so he gets his full pay at the end of the month instead of the 
docked pay most of the contractors get. Xavier decides to walk into the 
woods instead. 
  
“What sort of imbecile are you?” he mutters as he slaps another mosquito 
away from his face. Everyone knows that this time of year is when the forest 
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is ripe with insects. When you aren’t swatting insects, you could be 
stumbling into a mother bear and her cubs. An angry mother bear and her 
all too curious cubs. Someone dies every year because of either wildlife or 
something stupider out here. 
  
Still, here he is. There’s something comforting about things that want to kill 
you being open with their motives. There are no fake smiles or polite 
conversation here. If something dislikes you, it will make it excruciatingly 
obvious. Emphasis on the excruciatingly. 
  
Xavier laughs to himself as he picks his way through the undergrowth. 
Shade plants grow thick in this area. The smell of mud and new leaves is a 
balm to his nerves. 
  
“Just spend a year on research, don’t worry about room or board, focus on 
your work. Students don’t need food, sir, my employer assures me, the 
poorer you are, the less you need to eat!” Xavier sneers. 
  
Well, there’s only so much even plants can do to quell rage. At least out here 
no one has the hope of overhearing his thoughts- 
  
“Are you insane or just bitter?” 
  
Xavier does not scream. He’s certain he does not scream. At most he may 
have gasped. 
  
“Who in the hells are you?” 
  
The girl who steps out of the brush is underwhelming. Barely chest height 
with a farmer’s sturdy frame and a wild mane of hair that has, is that a twig, 
in it? Her nose is the most prominent feature in her face, a large, sloping hill 
in the otherwise unremarkable landscape of a teenager who hasn’t quite 
mastered the art of controlling her brows. The brows hang like grassy 




Xavier blinks as the girl raises one of those brows and puts a hand to her 
hip. Her golden eyes shine like coins, even in the shade of the trees. 
  
“Vanessa Teresa Octavia Leer, rightful heir to the throne of Attemaine and 





The girl tips her chin back in an effort to look down her nose at him, but the 
effect is spoiled by the fact that he’s nearly a foot taller. Still, those eyes… 
  
“Where did you get the spell for your eye color?” he asks. 
  
The girl blinks then laughs, baring her teeth in a smile that is anything but 
kind. 
  
“I come by the eyes and the nose honestly. They’re family traits. Haven’t you 
ever seen one of the old coins with my father’s face on it?” 
  
Xavier has actually. He’s old enough to remember the old currency from 
before the war. When the girl turns to adjust the strap of her bag, her profile 
does look familiar, but that could be coincidence. 
  
“The princess was exiled,” he points out. She should be hundreds of miles 
away, in another country, quietly growing up to be married off to some 
small kingdom’s royal offspring. 
  
“Yes, but exile is a rather loose term. As long as I wasn’t ‘on’ Attemanian 
land, I could be considered an exile.” 
  
The girl’s smile grows wider as she glances upwards. 
  
“You must have seen the floating island above Lord Knottingham’s estates. 
Tell me, could he actually afford the spellwork needed to keep that chunk of 




“That used to be one of the royal family’s summer residences, but no one has 
lived there since…” 
  
The girl makes a cutting motion across her throat. 
  
“Since they hung my parents. A bit wasteful to cart corpses up to that house 
to keep up appearances,” she says with an icy smile. 
  
“Yet the spells were renewed every year,” Xavier mutters. 
  
The girl is crazy. There is no possibility that she is the princess, but the 
island should no longer be floating if it had no purpose. Xavier knows basic 
levitation spells, and even those take enough magick that anything heavier 
than a person becomes impractical. You would need at least ten royal mages 
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to renew the amount of spellwork needed to keep an island floating that 
high. Why would the court allot ten royal mages for that? 
  
“Do you really think the court would be stupid enough to send me to a 
neighboring country? They’d all be hanging in gallows or buried by now for 
treason. Our neighbors liked my family. They would have helped.” 
  
Xavier isn’t an expert on international relations by any means, but the idea 
that a, what, fifteen year old, could convince a foreign kingdom to help her 
overthrow a government is ridiculous. 
  
“You aren’t the princess. Even if you were, no one is going to listen to a child 
with an ego the size of that island above us,” he says. 
  
Xavier expects the girl to get angry. He expects her to shout or, hopefully, 
leave, but instead she tips her head to the side and smiles again. 
  
“It’s not an ego, just an ambition. You want to go to the royal academy and I 




“They’re equally impossible at least. Look, I care very little about girls and 
their ambitions so good day to you-” 
  
“I can get you that spot at the academy if you help me.” 
  
Xavier blinks, then scowls at the overconfident brat with her arms across 
her chest. 
  
“Are you mocking me?” 
  
The girl shakes her head. 
  
“No, I’m serious. If you help me find a friend and get to the capital, I’ll have 
the academy reserve a spot for you next year. If the ​royal​ academy wants to 
maintain current levels of funding, some concessions will have to be made.” 
  
Xavier turns around. This girl is delusional. He came out here for some quiet, 
but of course he won’t get it. ​Even children can mock you, ​the voice hisses in 
the back of his head. 
  




Xavier freezes, staring down the length of a blade pointed at his throat. The 
other end is in a man’s hand, a man in a ​royal guard uniform​. Did he step on 
a hallucinatory mushroom at some point? Are its spores wafting into his 
mind, altering his perception of reality? There’s no logical explanation for 
this situation, unless he’s stumbled into a pair of mad people, one who looks 
vaguely like someone who could be a Leer and another with an exact replica 
of a guard’s uniform. The only thing that’s certain is the sharp edge next to 
his skin. 
  
“The princess isn’t here. That’s just a mad girl with delusions of grandeur,” 
he says. 
  
“Don’t pretend to be a fool. Did she promise your people freedom in 
exchange for helping her plots?” The guard asks. 
  
Xavier is confused for one fraction of a second before the realization bites 
like acid into his thoughts. Of course, he still is Vik’ruh. 
  
“No, I haven’t been promised anything. Sir, I have no  idea who this girl is 
and why she-” 
  
That is when the girl slaps a seal on the guard. Xavier stares as the man falls 
sideways into a crumpled heap that doesn’t so much as twitch. ​Complete 
paralysis with no lag time or spoken spellwork to act as an activator​, the voice 
in his head lists helpfully as Xavier continues to stare. There are people he 
knew who were up for candidateship as professors that couldn’t do that. 
  
“You’re useful enough as a distraction, I suppose. Do you believe me now?” 
She asks. 
  
Xavier swallows, trying to resist the urge to wipe his sweating palms on his 
pants. The golden eyes weigh like chains on him as the girl, Vanessa, it has to 
be Vanessa, no one outside of the royal family would have training like that, 
straightens after checking the guard’s pulse and casually pushes a lock of 
hair out of her face. 
  
“Was that really a royal guard?” His voice comes out almost as a squeek. 
Really, this isn’t a good day for your self-esteem​. 
  
“Of course, no one sends normal guards after a princess. Now that you’re an 
accomplice, you have to help me!” Vanessa smiles beatifically, as if she hasn’t 
just ruined his life. 
  
“I’ve done nothing! That guard was in the middle of questioning me when 
you attacked him,” Xavier says. 
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“Yes, you were a distraction, as I’ve already said. You do make for excellent 
bait. I think this partnership ought to work out splendidly for both of us.” 
  
Xavier puts his hands over his eyes. 
  




“I don’t have to. You saw the way he was questioning you. People need a 
scapegoat to explain to the court how I managed to get away. You’re a 
convenient ethnic minority, failed doctoral candidate, not terribly 
personable goat. I assume you have to be at least passable at magick to even 
get into the academy before the new policies were enforced.” 
  
Xavier moans again. 
  
“The guard will remember you were the one who put the seal on him,” he 
says. 
  
No fifteen year old, ​yes she’s really fifteen,​ the voice chimes in, should be able 
to sound so gleeful about political machinations, but somehow Vanessa 
manages to as she replies. 
  
“But will he admit it? I doubt it. Which sounds less embarrassing, a 
dangerous radical helped the princess escape and ambushed the hapless 
guard, or the incompetent imbecile underestimated a fifteen year old girl 
who slapped a seal on him?” 
  
Fair enough. Xavier sighs as he tries to put the pieces of his life back into 






The cat tips its head to one side, tail flicking as it stares up at him. After a 
moment, it lets out a plaintive meow. 
  
“I don’t have anything to give you today,” he says as he crouches and holds 
out a hand. 
  
The cat sniffs his hand before turning and trotting away, looking for 
wealthier patrons. Rael sighs before getting back up to go home. 
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Home is a relative term, these days. The temple is cold and drafty in the 
winter and barely shady enough to stave off the worst of the heat during the 
summer, but at least the old floorboards creak of safety and familiarity. It’s 
the best he can hope for, all things considered. 
  
All things considered, the letter shouldn’t have ever arrived. Yet here it is, 
hidden in the bottom drawer of his scribe desk. Rael is careful to wait for all 
footsteps to pass and conversations to peter out before he takes the letter 
out. 
  
To Whom it May Concern. 
  
The beginning of any anonymous address to an unknown party. Rael would 
have thrown the scroll out if he didn’t know the handwriting intimately. The 
swoop of the W. The slant of the M. The way all the letters leaned slightly to 
the right, at an angle that is also in all of his writing to this day. 
  
Rael doesn’t know how his mother got enough paper and ink to send this 
scroll, but he isn’t about to question whatever divine providence arranged 
for this to happen. He unrolls the scroll slowly, careful to keep the paper 
from creasing. 
  
I hope that this letter finds the recipient in good health. I have heard that the 
country air is most agreeable for even the sickest lungs. Here, it rains almost 
everyday, and I hope the weather has not delayed the delivery of this note. I 
am writing to find out if my package has arrived safely. Temple offerings 
should be as prompt as possible to avoid offending the gods. If it would not be 
too much trouble, would the recipient kindly send a reply to assure me and 
mine that my offering has been accepted. 
  
Blessed be yours, 
S. 
  
Rael reads the letter three times before he is sure he has found all the 
hidden meanings. Disagreeable weather, likely a sign of continuing political 
tension that might have made delivery longer than usual. He is the package, 
the offering for the gods’ protection in their own temple. His mother wants 
to know if Rael has been taken in my temple priestesses and been granted 
asylum. The date...it’s nearly two years old, but even correspondance this 
late is better than none at all. Right? 
Rael sighs and re-rolls the scroll, careful to slot it into the back of the 
drawer. The message should be innocuous enough to the ignorant, but he 
doesn’t want to take a chance. 
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Two years. She had been trying to reach him for two years. Anything could 
have happened since then. Maybe the ‘rain’ became a storm and his parents 
have been discovered and imprisoned. Uncle could only do so much, after 
all. Rael knows at some level that he is lucky. So many people have lost so 
much more in the years after the war, but she was supposed to join him in 
the country years ago. 
  
“Goddess, please keep them safe and help me find a way to bring them 
home,” he murmurs as he writes the prayer down on a slip to burn in the 
next offering fire in the morning. Father always said that the gods worked in 
mysterious, often unknowable ways, but hopefully such a simple prayer 
couldn’t be misinterpreted. 
  
Rael re-evaluates that assumption the next day, when a certain princess and 
a former academic arrive at the temple in the dead of night. 
 
 
Changes For Vanessa 
Vanessa's terrain changes from 500 by 500 meters to 100 by 100 meters on a 
floating island to match the description in the story. The smaller terrain size allows us to 
place more detailed foliage in the garden because there are fewer overall polygons for the 
computer's graphics card to render. The change also serves to emphasize the 
claustrophobic hallways and feeling of being trapped on the island to reinforce the first 
thematic imagery in her story.  
The house in the terrain was made in Maya and consists of an octagonal building 
with narrow halls and an inner courtyard. The limited number of doors and lack of 
windows are environmental clues to a user of the house's purpose. The building’s 
architecture is meant to emphasize the ambiguity of being neither an extravagant mansion 
nor quite a prison. If a player manages to get outside, he/she realizes that the house is 
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located on a floating island based on the custom skybox in the scene which renders a forest 
beneath the island. 
 
 
Fig 12. Vanessa’s island from the back with house in frame 
 
A book can be found in the environment. Because it looks out of place, it encourages 
the user to read it. By reading the story within the book, the user gains clues on what to do 
to enter the next world. The book contains the excerpt related to Vanessa and 
demonstrates that the user should, in fact, jump off of the island’s edge. 
 Unity's default terrain allows players to jump off the edge and fall for an infinite 
distance. We kept this feature in the scene, but rather than falling forever, if a player jumps 
off the edge, he/she falls into an invisible bounding box that activates the changeScene 




Fig 13. Vanessa’s island from the bottom as player falls 
 
Changes  For Xavier 
Xavier's scene was the only terrain that retained its original 500 by 500 meter size 
because his scene is an open landscape. A custom skybox allows us to create the illusion of 
a floating island above the scene, but the real island that users can interact with is only 
located in Van's scene. We used the Gaia plugin from the Unity Asset Store to create a 
detailed terrain with hills and natural variation. The leaves on the trees are red to 
represent fall and to provide contrast with the spring/summer greenery in Van's terrain. 
When a user jumps from Van's terrain, he/she is brought to this scene to represent the 
character's first meeting. 
At the site of the meeting, there is a small clearing in the trees and the book that 
users can interact with. The highlighted section of the story is from Xavier's point of view to 
give a hint of where in the story the users are now in. A glowing column in the distance 
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leads to the forests and prompting the user to go towards it, which parallels with Xavier’s 
own detour towards the forests in the story. Upon reaching the glowing magic circle, 
interacting with it sends the user to the next world.  
 
 
Fig 14. Xavier’s scene with book at bottom right and array in distance 
 
 
Changes For Rael 
Rael’s terrain also changed from an open outside world to a closed room. The room 
is modest in its furnishings and scholarly appearance to represent Rael’s situation. The 
room is constructed using pre-fabricated models obtained from the Unity Asset Store.  
Since the user has had to pick up a specific book in the previous two worlds, the 
logical choice is to pick up the same book when in Rael’s world. Reading Rael’s story brings 
attention to the letter that was sitting beside the book. Once the user approaches the letter 
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with the book in hand, he/she is transported back to Vanessa’s world. Returning to 
Vanessa’s world represents the interconnected loop between the three characters.  
 
 











The code that handles the user’s ability to pick up objects was provided by the 
Steam VR Plugin. The following code has been modified and customized to fit our needs. 
 
The code from AudioPlay.js and AudioTrigger.js was adapted from a tutorial by 
SpeedTutor on youtube at the following link: 
https://www.youtube.com/watch?v=iS0DTJfUulA 
 
We attached these scripts to an invisible ‘sound’ game object in our Unity scenes 
that handled different audio files based on different ‘AudioSources.’ Unity’s UI allowed us to 
specify in the  Audio Source component of the sound object the range of the sound and 
whether or not it would loop. The audio files and their credits are listed under the 
bibliography section. 
 
//File name: AudioPlay.js 
//Explanation: when the scene loads, get the source file of the audio component and play it.  
#pragma​ strict 
 
//what to do when the scene first loads 
function​ Start()  
{ 
    ​var​ audio : ​AudioSource​ = GetComponent.<​AudioSource​>(); 
    audio.Play(); 
} 
 
//File name: AudioTrigger.js 
//Explanation:  When the player runs into a object that acts as a trigger (think of this like 





var​ sound: ​AudioClip​; 
 
function​ OnTriggerEnter(Col : ​Collider​)  
{ 
    ​if​(Col.CompareTag(​"Player"​)) 
    { 
        GetComponent.<​AudioSource​>().PlayOneShot(sound); 
    } 
} 
 
The code in MoveScene.js was adapted from a tutorial by SpeedTutor here: 
https://www.youtube.com/watch?v=jtSVnV9iVk8 
 
The MoveScene.js script can be added as a component to a gameobject that will 
change the scene to the scene specified in ‘newScene’ when the player collides with it. We 
attached this script to each of the spinning magical circles at the bottom of the pillars of 
light in the fall version of the code. 
 
//File name: MoveScene.js 
//Explanation: When the player runs into the object that acts as a trigger, print to log the 
collision, wait for 1.2 seconds, check if the object collider that triggered the function was 
tagged as ‘Player’, if it is, load the scene specified by ‘newScene’. 
#pragma​ strict 
 
var​ newScene : ​String​; 
 
function​ OnTriggerEnter(Col : ​Collider​)  
{ 
    ​Debug​.Log(​"Collision Test!"​); 
    ​yield​ ​WaitForSeconds​(​1.2​); 
    ​if​(Col.CompareTag(​"Player"​)) 
    {  
        ​Application​.LoadLevel(newScene); 





Our project currently involves a good deal of reading. However, the VR environment is 
currently not optimized for text. The words were difficult to format and difficult to read. A 
possible improvement, suggested by our committee, would be to implement sound rather 
than text. This would also have the added effect of enhancing user immersion by giving the 
characters voices in the player’s head. 
We would also like to add more interactivity. So far, the only thing that can be done is 
interact with a book to move between worlds, however our ultimate goal is to produce an 




This project ended up being far larger and more abstract than I had anticipated. The 
original concept was to build a Pixar-inspired “production” exhibit for a long beloved 
original story. The intention was to create an installation with concept art, 3D models, and 
a VR/3D space to give a sense of the fantasy world we had imagined. But, after hearing 
initial critiques, I quickly realized the scope of our project was too broad and difficult to 
accomplish even with two people working together. Thus, I became more interested in the 
VR aspect and the possibilities this new technology provides as a new medium of 
storytelling and convinced Michelle of the same. I also realized that working with VR was a 
lot more work than we had anticipated and focusing on it was likely a more feasible task.  
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My contributions were largely in conceptual design, art design, research, and 3D 
modelling. I designed and modelled the large manor in Vanessa and Rael’s terrains in our 
initial prototype presented in the fall semester as well as the mansion/prison used in 
Vanessa’s world in the final product. I also helped with designing and building all the 
terrains across both semester. I wish we could have made more models so as to not be 
limited by pre-made pre-fabs, but given the complexity of the models, that would have 
taken too much time out of developing the storytelling aspect of the VR experience.  
Working on this thesis was a challenging but fun experience and I am very glad to 
see our most beloved project come to life, even if it had not been in the way we had 
expected. Since virtual reality as a medium is still so new, it was difficult narrowing down 
exactly how we wanted to use it. It was also difficult because there is still very little 
documentation about using this technology and there was a lot of grasping in the dark. I 
was pushed out of my comfort zone and that lead to discovering a new way to use 
technology as well as gaining a whole host of new skills.  
 
Michelle 
While the project morphed many times, I am happy to have learned new skills along 
the way. In retrospect, the original idea contained too many specialized skills in a wide 
variety of areas from storyboarding to rigging a 3D model for two people to master in the 
course of a year. Since we wanted to focus on both art and computers, our final approach of 
VR environmental storytelling gave us the creative freedom to make artistic choices while 
also giving us opportunities to script behavior for specific objects.  
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I focused primarily on level design, character development, adapting scripts, 
optimization testing, sound design, and the written narrative that is broken apart into the 
three books in each character's scene and stitched back together in the version presented 
in the story section of this paper. I have learned more about user interaction and what it 
takes to build an interactive game. While I still consider myself a beginner, I have a better 
appreciation for the work that goes on behind the scenes of every user interaction. 
One of the things I came to enjoy the most was the thriving online community on 
Unity forums and Youtube that helped bolster my confidence while we were stumbling 
through and trying to master the basics of game design and Unity as a game engine. When 
we first proposed our thesis, I was most interested in the process behind each of the roles 
members of a professional film or game studio would have to play to help bring a creation 
to life. This was why I pushed Ruby to include the process videos of her concept art on the 
website, and why I made a diagram explaining how to texture a terrain in Unity. When the 
focus of our thesis changed in the second semester, I was worried that narrowing our focus 
to VR and a traditional narrative would eliminate the process behind the final piece. 
However, by documenting tutorials and tracing our way through our inspirations and the 
history behind VR, we came much closer to highlighting the mental processes people go 
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Book Reader by Sprightly Cat Studios  
https://www.assetstore.unity3d.com/en/#!/content/25143 
 
Gaia by Adam Goodrich 
https://www.assetstore.unity3d.com/en/#!/content/42618 
 
Magic Arrays by dreamlevel  
https://www.assetstore.unity3d.com/en/#!/content/69489 
 
Props: Library Editions by Aquarius Max 
https://www.assetstore.unity3d.com/en/#!/content/63372 
 
Stylized Nature Pack by Mikael Gustafsson 
https://www.assetstore.unity3d.com/en/#!/content/37457 
 





GAIA - Unity 3D terrain, texturing, planting, and population! By Adam Goodrich 
https://www.youtube.com/watch?v=9Ltr2wHVX0E 
 
MAYA 2016 Tutorial: House Modeling Basics by Mike Hermes: 
https://www.youtube.com/watch?v=r1OH0A0kPsg 
 




Programming / Adding sounds in Unity 5 by SpeedTutor 
https://www.youtube.com/watch?v=iS0DTJfUulA 
 




Unity Tutorial 5 - Adding terrain, trees and water to your game by Daniel Wood 
https://www.youtube.com/watch?v=OD88_KGYXbg 
 






 Carbotte, Kevin. ​HTC Vive​. Digital image. ​Tom's Hardware: Authority on Tech​. Purch Group 
Inc, 5 Apr. 2016. Web. 20 Apr. 2017. 
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